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DETAILED ACTION 
Response to Amendment 

1 . This office action is in response to the amendment and Request for Continued 
Examination filed on July 6, 2004 in which applicant amends claims 1, 9, 21, and 32, submits a 
supplemental Information Disclosure Statement, and responds to the claim rejections. Claims 1- 
42 are pending. 

Continued Examination Under 37 CFR Id 14 

2. A request for continued examination under 37 CFR 1.1 14 was filed in this application 
after appeal to the Board of Patent Appeals and Interferences, but prior to a decision on the 
appeal. Since this application is eligible for continued examination under 37 CFR 1.114 and the 
fee set forth in 37 CFR 1.17(e) has been timely paid, the appeal has been withdrawn pursuant to 
37 CFR 1.114 and prosecution in this application has been reopened pursuant to 37 CFR 1.114. 
Applicants submission filed on July 6, 2004 has been entered. 

Claim Objections 

3. Claims 9 and 21 are objected to under 37 C.F.R. 1 .75 because: 

• Claim 9 lacks a proper preamble. 

• In Claims 9 and 12, each element should be separated a line indentation. 

• In claims, the acronym "CG" including all other acronyms must be written in full 
form at least once in the claim so that the scope of the claims can be readily 
ascertained. 

Correction is required. 
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Claim Rejections - 35 USC § 102 

4. The following is a quotation of the appropriate paragraphs of 35 U.S.C. 102 that form the 
basis for the rejections under this section made in this Office action: 

A person shall be entitled to a patent unless - 

(b) the invention was patented or described in a printed publication in this or a foreign country or in public use or on 
sale in this country, more than one year prior to the date of application for patent in the United States. 

5. Claims 1, 9, 19-20, 32, and 39 are rejected under 35 U.S.C. 102(b) as being anticipated 
by Takahashi et al. (W097/3626 1 ). 

Takahashi et al. discloses an image processing method executed by a computer (video 
game) wherein the position of the viewpoint can be moved in real time in response to a 
positional relationship, which is constantly changing as the player controls the game, it is 
possible to achieve fine, stepless movement of the viewpoint, in contrast to conventional 
technology which provides only several types of viewpoint. By the change of screens 
accompanying this movement of the viewpoint, the player can view the game from the optimum 
viewpoint at all times. For example, if the character is going up a slope, a viewpoint looking 
upwards is adopted so that a good view of the top of the slope is obtained, while if the character 
is leaping across a deep valley, by looking directly downwards, the width of the valley can be 
perceived readily. The viewpoint is moved automatically, requiring no operation by the player 
(other than controlling the game character); therefore, no extra burden is placed on the player 
(See whole document). 

Claim Rejections - 35 USC § 103 

6. The following is a quotation of 35 U.S.C. 103(a) which forms the basis for all 
obviousness rejections set forth in this Office action: 
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(a) A patent may not be obtained though the invention is not identically disclosed or described as set forth in 
section 102 of this title, if the differences between the subject matter sought to be patented and the prior art are 
such that the subject matter as a whole would have been obvious at the time the invention was made to a person 
having ordinary skill in the art to which said subject matter pertains. Patentability shall not be negatived by the 
manner in which the invention was made. 

7. Claims 2, 11, and 36 are rejected under 35 U.S.C. 103(a) as being unpatentable over 
Takahashi et al. (W097/36261). 

Takahashi et al. teaches that as discussed above with respect to claims 1, 9, 19-20, 32, 
and 39. Takahashi et al. meets all of the applicant's claimed subject matter with the possible 
exception of the processing method wherein a movement command is accepted when producing 
a bird's eye view and intrude mode scene image, while the movement command is unacceptable 
when producing a scene image from the character's view point. Takahashi et al. discloses that a 
joystick, pushbuttons, and other means are employed in the video game operating panel such that 
a player can manipulate a character. It would have been obvious to one having ordinary skill in 
the art, at the time of the applicant's invention, to only accept a movement command in views 
that show the character and its surroundings giving the player a better opportunity to guide 
his/her character around upcoming obstacles. A movement command in the bird's eye view 
would be impractical if the viewpoint is away from the character, that is, the viewpoint is in the 
air and turned 180 degrees away from the character. 

8. Claims 3-5, 12-13, 15, 35, and 37-38 are rejected under 35 U.S.C. 103(a) as being 
unpatentable over Takahashi et al. (W097/36261) in view of Rieder (U.S. 5,769,71 8). 

Takahashi et al. teaches that as discussed above with respect to claims 1, 9, 19-20, 32, 
and 39. Takahashi et al. meets all of the applicant's claimed subject matter with the possible 
exception of the processing method wherein a character is detected behind a wall and cannot be 
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seen, a scene image is then produced objectively viewing the character. Rieder teaches in the 
abstract, summary, and detailed description a processing method that detects a character behind a 
wall and produces an image such that the wall is transparent, thereby displaying all objects 
behind the wall, in addition to the image produced from the player's point of view. It would have 
been obvious to one having ordinary skill in the art, at the time of the applicant's invention, to 
modify Takahashi et al.'s game device to display objects located behind walls or obstacles along 
the road before they dash out as impediments for a player to maneuver a vehicle around making 
a game more fun and challenging. 

9. Claim 14 is rejected under 35 U.S.C. 103(a) as being unpatentable over Takahashi et al. 
(W097/36261) in view of Rieder (U.S. 5,769,718) as applied to claims 3-5, 12-13, 15, 35, and 
37-38 listed above in further view of Mukojima et al. (U.S. 5,768,393). 

Takahashi et al. in view of Rieder teaches that as discussed above with respect to claims 
3-5, 12-13, 15, 35, and 37-38. Takahashi et al. in view of Rieder does not explicitly disclose that 
different sound effects are produced depending on the viewpoint displayed on the display unit. 
Mukojima et al. teaches a processing method that contains a sound source processor unit that 
controls sound to be generated according to the position and direction of an object according to 
claim 1 . It would have been obvious to one having ordinary skill in the art, at the time of the 
applicant's invention, to provide sound effects in the game device of Takahashi et al. in view of 
Rieder resembling gun fire when ambushed by an enemy from the side of the road to make a 
game more intense and real for the player. 

10. Claims 6-7, 16-17, 34 and 40 are rejected under 35 U.S.C. 103(a) as being unpatentable 
over Takahashi et al. (W097/36261) in view of Logg (U.S. 5,616,031). 
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Takahashi et al. teaches that as discussed above with respect to claims 1, 9, 19-20, 32, 
and 39. Takahashi et al. meets all of the applicant's claimed subject matter with respect to 
claims 6 and 16 with the possible exception of the processing method wherein a radar image 
produced shows the field of vision of the character and enemy. Logg does have a radar image 
(figure 4), but remains silent to the field of vision feature that enables a player's character to see 
an enemy's field of vision, in addition to his own, on the radar image displayed on the display 
unit. It would have been obvious to one having ordinary skill in the art, at the time of the 
applicant's invention, to modify Takahashi's game device to display a radar image such that the 
field of vision was in the direction of movement towards an enemy in the same line of sight as 
the "locking on" mechanism described in Logg to make a game easier to play. 

Takahashi et al. meets all of the applicant's claimed subject matter with respect to claims 
7, 17, and 40 with the possible exception of the processing method wherein a radar image 
changes color when a character gets in the player's field of vision. Logg shows, in column 11, 
lines 13-15, an image processing method that produces and displays an image on the display unit 
of a target reticle for "locking on" to airborne targets that changes from red to white when a 
target is locked on to get the player's attention. It would have been obvious to one having 
ordinary skill in the art, at the time of the applicant's invention, to provide a radar image that 
changed colors when an opposing vehicle target was within striking distance to get a player's 
attention to "lock on" and destroy an enemy target in the Takahashi et al. game. 

Takahashi et al. meets all of the applicant's claimed subject matter with respect to claim 
34 with the possible exception that the change in viewpoints interchangeably between a 
character's perspective and a bird's eye view perspective are user selectable via an external 
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command. Column 3, lines 5-21 in Logg teaches user selectable viewpoints. It is widely known 
in driving games that a player can switch between a bird's eye view and a character's perspective 
view by manipulating a joystick and push buttons. It would have been obvious to one having 
ordinary skill in the art, at the time of the applicant's invention was made, to modify Takahashi 
et al.'s game to accept player's inputs from a joystick and push buttons to interchange between a 
player's perspective and a bird's eye view to give a player an opportunity to see the road and it's 
surroundings from a different viewpoint. 

1 1 . Claim 41 is rejected under 35 U.S.C. 103(a) as being unpatentable over Takahashi et al. 
(W097/36261) in view of Logg (U.S. 5,616,031) as applied to claims 6-7, 16-17, 34 and 40 
listed above and in further view of Mukojima et al. (U.S. 5,768,393). 

Takahashi et al. in view of Logg teaches that as discussed above with respect to claims 6- 
7, 16-17, 34 and 40. Takahashi et al. in view of Logg does not explicitly disclose that different 
sound effects are produced depending on the viewpoint displayed on the display unit. Mukojima 
et al. teaches of a processing method that contains a sound source processor unit that controls 
sound to be generated according to the position and direction of an object according to claim 1. It 
would have been obvious to one having ordinary skill in the art, at the time of the applicant's 
invention, to provide sound effects in the game device of Takahashi et al. in view of Logg 
resembling gun fire when ambushed by an enemy from the side of the road to make a game more 
intense and real for the player. 

12. Claim 8, 18, and 42 are rejected under 35 U.S.C. 103(a) as being unpatentable over 
Takahashi et al. (W097/36261) in view of "Corpse Killer" (Video Game by 3DO). 
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Takahashi et al. teaches that as discussed above with respect to claims 1, 9, 19-20, 32, 
and 39. Takahashi et al. meets all of the applicant's claimed subject matter with the possible 
exception of the processing method wherein a character can selectively choose and use any one 
item displayed on the display unit and scrolled in sequence. The video game, "Corpse Killer,", 
teaches of a 3DO hand controller that allows a player to scroll through a menu on the bottom of 
the display unit and change the type of ammunition that the main characters are utilizing to kill 
the corpses by pressing the "B" button repeatedly. It would have been obvious to one having 
ordinary skill in the art, at the time of the applicant's invention, to modify the game device of 
Takahashi et al, to utilize the push buttons on the video game control panel, to scroll through a 
variety of weapons in sequence, to choose to defend a character upon an ambush by an enemy 
while driving along the side of the road. 

13. Claims 10, 21-22, 30-31, and 33 are rejected under 35 U.S.C. 103(a) as being 
unpatentable over Takahashi et al. (W097/36261) in view of Mukojima et al. (U.S. 5,768,393). 

Takahashi et al. teaches that as previously discussed above with respect to claims 1, 9, 
19-20, 32, and 39. Takahashi et al., with respect to claims 10, 21 and 33, does not explicitly 
disclose that different sound effects are produced depending on the viewpoint displayed on the 
display unit. Additionally, Takahashi et al. does not explicitly disclose that different sound 
effects are produced depending on the motion and position of the character nor does he explicitly 
disclose that different sound effects are produced depending on the scene image displayed on the 
display unit. Mukojima et al. teaches, in claim 1, a processing method that contains a sound 
source processor unit that controls sound to be generated according to the position and direction 
of an object. It would have been obvious to one having ordinary skill in the art, at the time of the 
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applicant's invention, to provide sound effects in the game device of Takahashi et al. resembling 
gun fire when ambushed by an enemy from the side of the road to make a game more intense and 
real for the player. 

Takahashi et al. meets all of the applicant's claimed subject matter with respect to claim 
22 with the possible exception of the processing method wherein a movement command is 
accepted when producing a bird's eye view and intrude mode scene image, while the movement 
command is unacceptable when producing a scene image from the character's view point. 
Takahashi et al. discloses that a joystick, pushbuttons, and other means are employed in the 
video game operating panel such that a player can manipulate a character. It would have been 
obvious to one having ordinary skill in the art, at the time of the applicant's invention, to only 
accept a movement command in views that show the character and its surroundings giving the 
player a better opportunity to guide his/her character around upcoming obstacles. A movement 
command in the bird's eye view would be impractical if the viewpoint is away from the 
character, that is, the viewpoint is in the air and turned 180 degrees away from the character. 

Regarding claims 30-31, Takahashi et al. already teaches of computer hardware 
consisting of RAM and ROM that stores the image element data required to produce scene and 
character images in three dimensional computer graphics. 

14. Claims 23-25 are rejected under 35 U.S.C. 103(a) as being unpatentable over Takahashi 
et al. (W097/36261) in view of Mukojima et al. (U.S. 5,768,393) as applied to claims 10, 21-22, 
30-31, and 33 listed above and in further view of Rieder (U.S. 5,769,718). 

Takahashi et al. in view of Mukojima et al. teaches that as discussed above with respect 
to claims 10, 21-22, 30-31, and 33. Takahashi et al. in view of Mukojima et al. meets all of the 
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applicant's claimed subject matter with the possible exception of the processing method wherein 
a character is detected behind a wall and cannot be seen, a scene image is then produced 
objectively viewing the character. Rieder teaches in the abstract a processing method that detects 
a character behind a wall and produces an image such that the wall is transparent, thereby 
displaying all objects behind the wall, in addition to the image produced from the player's point 
of view. It would have been obvious to one having ordinary skill in the art, at the time of the 
applicant's invention, to modify Takahashi et al's game device to display objects located behind 
walls or obstacles along the road before they dash out as impediments for a player to maneuver a 
vehicle around making a game more fun and challenging. 

15. Claims 26-28 are rejected under 35 U.S.C. 103(a) as being unpatentable over Takahashi 
et al. (W097/36261) in view of Mukojima et al. (U.S. 5,768,393) as applied to claims 10, 21-22, 
30-31, and 33 listed above and in further view of Logg (U.S. 5,616,031). 

Takahashi et al. in view of Mukojima et al. teaches that as discussed above with respect 
to claims 10, 21-22, 30-31, and 33. Takahashi et al. in view of Mukojima et al. meets all of the 
applicant's claimed subject matter with respect to claim 26 with the possible exception of the 
processing method wherein a radar image produced shows the field of vision of the character and 
enemy. Logg does have a radar image (figure 4), but remains silent to the field of vision feature 
that enables a player's character to see an enemy's field of vision, in addition to his own, on the 
radar image displayed on the display unit. It would have been obvious to one having ordinary 
skill in the art, at the time of the applicant's invention, to modify Takahashi's game device to 
display a radar image such that the field of vision was in the direction of movement towards an 
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enemy in the same line of sight as the "locking on" mechanism described in Logg to make a 
game easier to play. 

Regarding claim 27, Takahashi et al. in view of Mukojima et al. meets all of the 
applicant's claimed subject matter with the possible exception of the processing method wherein 
a radar image changes color when a character gets in the player's field of vision. Logg shows, in 
column 1 1, lines 13-15, an image processing method that produces and displays an image on the 
display unit of a target reticle for "locking on" to airborne targets that changes from red to white 
when a target is locked on to get the player's attention. It would have been obvious to one having 
ordinary skill in the art, at the time of the applicant's invention, to provide a radar image that 
changed colors when an opposing vehicle target was within striking distance to get a player's 
attention to "lock on" and destroy an enemy target in the Takahashi et al. game. 

Regarding claim 28, Takahashi et al. in view of Mukojima et al. meets all of the 
applicant's claimed subject matter with the possible exception of the processing method wherein 
different sound effects are produced depending on what scene image is displayed. Mukojima et 
al. teaches of a processing method that contains a sound source processor unit that controls sound 
to be generated according to the position and direction of an object. It would have been obvious 
to one having ordinary skill in the art, at the time of the application, to generate a gradually 
louder sound as an opposing vehicle drove toward an opposing character to make a game seem 
more realistic. 

16. Claim 29 is rejected under 35 U.S.C. 103(a) as being unpatentable over Takahashi et al. 
(W097/36261) in view of Mukojima et al. (U.S. 5,768,393) as applied to claims 10, 21-22, 30- 
31, and 33 listed above and in further view of "Corpse Killer" (Video Game by 3DO). 
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Takahashi et al. in view of Mukojima et al. teaches that as discussed above with respect 
to claims 10, 21-22, 30-31, and 33. Takahashi et al. in view of Mukojima et al. meets all of the 
applicant's claimed subject matter with the possible exception of the processing method wherein 
a character can selectively choose and use any one item displayed on the display unit and 
scrolled in sequence. The video game, "Corpse Killer," teaches of a 3DO hand controller that 
allows a player to scroll through a menu on the bottom of the display unit and change the type of 
ammunition that the main characters are utilizing to kill the corpses by pressing the "B" button 
repeatedly. It would have been obvious to one having ordinary skill in the art, at the time of the 
applicant's invention, to modify the game device of Takahashi et al, to utilize the push buttons 
on the video game control panel, to scroll through a variety of weapons in sequence, to choose to 
defend a character upon an ambush by an enemy while driving along the side of the road. 

Response to Arguments 
17. Applicant's arguments, see pages 2-14, filed July 6, 2004, with respect to the rejection(s) 
of claim(s) 1-42 have been fully considered and are persuasive. Therefore, the rejections have 
been withdrawn. However, upon consideration of the newly submitted information disclosure 
statement, a new ground(s) of rejection is made above. 

Any inquiry concerning this communication or earlier communications from the 
examiner should be directed to Scott E. Jones whose telephone number is (703) 308-7133. The 
examiner can normally be reached on Monday - Thursday, 6:30 A.M. - 5:00 P.M.. 

If attempts to reach the examiner by telephone are unsuccessful, the examiner's 
supervisor, Xuan Thai can be reached on (703) 308-2064. The fax phone number for the 
organization where this application or proceeding is assigned is 703-872-9306. 
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Information regarding the status of an application may be obtained from the Patent 
Application Information Retrieval (PAIR) system. Status information for published applications 
may be obtained from either Private PAIR or Public PAIR. Status information for unpublished 
applications is available through Private PAIR only. For more information about the PAIR 
system, see http://pair-direct.uspto.gov. Should you have questions on access to the Private PAIR 
system, contact the Electronic Business Center (EBC) at 866-217-9197 (toll-free). 



Scott E. Jones 
Examiner 
Art Unit 3713 
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